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A SPECIAL MESSAGE FROM CAPCOM 

Thank you for seJecting Super Street Fighter II the Ititesi edition lt> 
CAFtXJM 'S library of Street Fighter titles. Follo^^'iitg the i^ticctss of 
the original Street Fighter 11, Super Street Fighter IT eontinites 
our tradition of hard-hildng jiclioii for yoni' Super Mritenrio 
EntcrtninmeitL SyiitCi'n. 

Super Street Fighter II features 32 megabits of colorful state -of- 
the-art high resolution graphics and stereo sound. We at CAPCOM 
arc proud to bring you this exciting Stew edition to your sddet) 
game library. 


Yr>urs truly^ 



Joseph Morici. 

Senior Vice F'resideni 


V/AHNING: PLEASE READ THE Et^CLOSEP CONSUMEF 
IttFQRMATlON St PRECAUTIOt^S BOOKLET CAREFULLY BEFORE 
USING YOOn NINTENDO' HARDWARE SYSTEM OR GAME PAK. 



CAPCOM U.S.A., Inc. 
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Follow Thes^- suggestioriJi to keep your Stiper Street Fighter II 

gitrie pak in perfeei operating cofidilioiin 

J. DO NOT subject your Game Pak to extreme [enipe-fatures, 
eithei’ Jiot ov eotd. Alway*; store it at room tenipeiaiure. 

2. DO NOT loueh the lermiJial connectors on your Gaiue Pak. 
Keep it clean and dust-free by always storing il in its protective 
plastic slees'c. 

3 . DO NOT try lo disassemble your Game Pat. 

4 DO NOT let yotir Game Pak ttjme in contact W'ith thinners, 
solvents, benxene, atctihol^ or any other strong cleaning agents 
that can damage it. 



Check the power switch on your Super Nintendo EnLenainment 
Systent. Make sure it is OlT' before in.'veiting or removing the 
Game Pak, 

Insert your Super Street Fighter II Ganjc Pak itiloyour Super 
Nintendo Systein and turn the power ON. 

When the title screen appears, press the START button and the 
the words GAME START wuLl appear. Press LEFT or RIGHT 
on your control pad to set the TGRBO speed seltittg. Three- stars 
is the fastest Turbo ntode^ w'hile aero stars indicate the u.ortnal 
arcade spc-ed. 

Alter you have set the speed settings press the START button. 

The. next ficreen is The main gante selection screen. Here you 
ean choose, from: 

SUPfiK S.4 [TLE 
VS. BATTLE 
GROUP BA1"J1T: moi>k 
TOURNAMENT BATTLE 
TIME CHALEENGE 
OPTION 

Use the ctmirol pad in move the marker next tt> SLTRR 
BATTLE and press the START button. 

Fni' a description of each of the other game modes, please 
refer to the descriptions printed later in this manual. 










5. Onc-e you begin the gaioe^ you wiji be ssked lo fielect your 
character- Press the control pad in any direction to highlight 
the character you wish to ase and press any button. 


t. To end the game at any time, sbnply tnm the power OFF on 
your Super Nintendo System and eject your cartridge. 





The diagram below shows the eight basic control pad positioins that 
are used iti (he game. 


JUMP 



mPORTAmNOT^i 

Tht (iia}*r£fm s/tom-s the conirol pad pmstmn:^ fat' a play^)" facing 
tc? the The controiti are reversed when facing to the left. 









PUNCH AND KICK HUTTONS 

liach of tlie cliaracters in Sup^ir Street Fighter II jse three ha.'iic 
puiiclie?; and three basic kicks. They are- Listed below: 


Light P^inch (Jab) 
Medium Punch (Stmng) 

Hard Punch (Fierce) 

Light Kick (Short) 

Medium Kick (Forward) 

Hard Kick (Hard) 


Press the Y button. Thejub ct i-co' 
quk'/i, but ihe.i liifle Jatnage, 

Press the X button purtch 

does (i fair amount ofdivnuge. 

Fie &Si the L b'u.UJi'in.Thc fierce punch 
does o. targe amouui of damn 
but j.K stow. 

Press the F button.nff shon kick 
is very quick, but does very iitde 
damage. 

Press the A button.TJj^/flrwwrrf 
kick is ■'Sirong and is fairiy quick. 

Press the R button .7’ft fa- roundhouse 
kick is powetfu!, but x-cry slow. 





IMPORTAi\T NOTE: 

The button configuration can be changed by selecting the OPTION 
mode on the title stTocn or by holding down the SELECT butt-on 
duriitg Che V,S. screen or afieryou finish a match. Please read Using 
the Option Mode for more infoi'niatioii- 













f.nn-c 

THROWS AND HOLDS 

Each fightej' is Syper Siroet Fighter 1i hiis a number of difl'ereni 
throws and Jiolds. The^E thrtjws and holtlB can only be done when 
the Lwt) fighters are within “Grabbing Ranger” I'he Oiahhing Range 
for each character is different, but most throws and holds arc done 
when [WO fighter are right next to each other. 

THROWS allow you lo grab an opponent and toss tliem across the 
rooirn Some fighters can even do throws in mid-air. 

i'Ciy Exempli'' h is^foanihle for Ryu to ^mh Kan and ihffn' him 
fli'cr/ji'j shosiider.'To do ihe Shoulder Throw. Ryu 
mu^t puah forward against Kmt and then you muat 
pu&h the iiard Eufich {Fierce} kutton on your 
cortfroi pad. 

HOLDS allow you [0 grab an Opponent and then hit or bite them 
again and again. 

For Example: It is ^yo.uihle for Bionka to bite Guile oh the head. 

To do the Head Bite, Bianka push forward 
against Guile and then you mu.st push the Hard 
Furteh {FierctFf button on your controTpad. 


Practice with your favorite character to discover which tlirows 
or holds they have and how lo use them to your advantage. 



Each ctioracicr has devetoped his or her own special moves for 
use in conibai. All the speeia] moves for each character are listed 
in The New Warriors section of this njanuaL There are also 
dcscrlptitms telling you how to do these special moves. 

Special Moves arc very hard to learn, it may take weeks before 
you can do tiieni-every time. Keep practicing them until’you 
get them right' 

Below is an example of the diagram for C:hun Li's Kioken FirebalL 
Ilie arrows in the diagram indicate the necessary movements on the 
control pad. Please refer to the moveraGnt diagram on page * if you 
are unsure of what the arrows mean. 


For Example.' Chun Li's Kioken Firehail. Using the control 
pad, press ^ and hold it for 2 seconds. Then 
simulsaneousiy press ► and push any punch button. 


Usirt}^ the control pad, pres.v (hack defense} and hold it for 
2 secondsr Then simuitancuusly pre.ss [fom^'ardj and push any 
punch button. 














TTic cbLillcfige; hai-i hxri iwiued iHiJ foui' 1.^iave yntJig fighEejr^ have ^ins^wen-xl 
ihe calL Qsiititty. f'Ci Lol 1 g^ 3>ef! .Tay jand T. Hawk all have ihelr ow[3-reaiCi|iii; 
Ibr entering the tounnaiiiiert arti each will Iti nobody stEaid in llieir way! 


OuxiHc SUPER BATTLE on l}\e maio game seleciinii screen and. yoa wil] be 
able lo M-ieei yoaa ehai(iclei' for the toumanaent. As Jhe Ujunliiaiiierit begins, 
your figlner wHl tmvel ihegtoiie tn tnocL one of the sixteeti otiierligjiters- 



^^■ben thcinaleh begins, yem numuse all of yourfighdng skills (odefisrt yonr 
opponenl. Eiioh time yfXi hlL kick ortlwnw your oppotiOJilJiis eneigy nnet?]' 
will decrease, Once hig energy meier is lotilJy ledj life'll be knockec.1 out and 
you wiJ] he cteeJarod ihe winner. Win fW'OOUt of fluee roiinds and ytm cam the 
rigtil to face the next ehitogef 09l yonr way to your face the avi^ejifjtnc might 
of M. BLsoci! 




In the SUPER BATTLE Tnode, you will ehoose a tighior and 
attempt to defeat all (he other ciiallaiiigers (o earn the ligiit to face 
M., IJigoii and Ihe other Grand Masters, If you succeed, you will 
see a .story enriiiig for your character which wdU complete his or 
her quest for the chanripiQnship. 

ITie SUPER .UATI’LE Mode does allow a second player to jolt] 
in and ftght against you at any time. The second player must hit 
the START buttoci on their contrailler and after a momeiit the 
game will rcLiim 10 the eharaeter selection screen and allow 
the player to choose hes character. 



i 

1 

















Hie V.Sr Bstttle allows iwo playcnt to battle head-to-hcad in a sieriej; 
of matches. When the tide screen appears, push the eonsrol pad UP 
or DOWK to move the pohiitei; next to V,S, BATI’LE and pi’ess (he 
S tAR T button. When the neit screen appeaira, each player chooses 
the character they wish to use and presses, any button to continue to 
the next screen, 



0]i the nest sci'een, there are two options; liANDJC’AP and STAGE 
SELECT. Player One can press the SE-LECT hthtOJi, to highlight 
either the HANDICAP or STAGE SELECT option. 

M ANDiCAP When the HANDICAP option is highlighted, both 
pJayei^ can i>ress left or right on the control pad to 
set their ATTACK LEVEL. The nujnher of stars 
showing dcEcmriincs the amount of datnage player's 
punches attd ticks will dO'. The higher the number 
of stars, the gteater t)^ ainount of damage the 
punche.^ and kicks will do. 

This option allows two playen; of different skill levels U) have tin 
even ntatch- 



STAGE SEl ,ECT When t he STAGE SELECT option i s 

highlighted. Player Gate can select the 
location of the ntatch by piessing the- 
control pari left or right. This option allows 
you to seleei the Ittcation of your fight. 


.After all the choices have been made. Player One can begin the 
match by pre.vsing the ST .ART button. 










The Group But lie mode ullow^i Iwo pluyers lO' huve lEit Slreel 
Fighter chiiruciers teutii up agaitisteach orher in a series of fights. 
Cihoose the GROUP BATTUE option oji the main sersen and prcjis 
the START huttoiii. When the rate fiorcen appears j Press the eonlrol 
pad up or down to seleel the lournameiit rules you are going to use 
utid press- the START button. 


EAmE HOQi: SELEOT 

Ha-ICM pi.av 
euNfrt^Tlon 


MATCH FLAY 

In this mode, two players must select the same number of 
characters. Each player selects one to eight characters and ihetl 
begijis a match in which the first character I'roni one player's 
learn batties the first character from the other player's team. After 
tlie match is finished^ the second character from each team will 
battle each otJier. 'I'liis will continue until all the matches have 
l?een completed. 


UUM [NATION 

III this mode each player chooses up to eight eharaciers. (Flayers do 
not need to choose the same mimbcT ol' characters.) if a player wins 
a match he can continue to Use the character until he is defeated. 
The first player to lose all his characters, loses the match. 




iKATOH PLAT 
THE MUHEEft fff 


p-lAlftR SELCCl HDDE 


On tile next screen players will select tlie number of characters 
they will use. (If you arc playing an etimination match, each player 
will set their own nuntber of characters.) Pre-ss the-control pad up 
or down to increase or decrease the number of characters. .After yop 
finished, press the START button to proceed to the next screen. 

When the ne^t screen appears ^ both players can select their 
characters using their control' pads. Player 1 will seiect a character 
first and then Player 2. Use the control pad to highlight a character 
and pres-S any button to make the sfitection. 

Alter both players have chosen all their characters, the fl ANDiCAP 
and ST.AGESEL.ECT scr-een will automatically appear. Use the 
COEltrOl pad to make your selections just as in the V.S. BATTI.E 
mode and press ihc SI’ART button to begin the tournarnent. 

















In the TOURNAMENT BATTLE, lEp fo eight players caji 
coiTipcle lor the Street Eigltter Cliampionship. After yoj sclett 
TOURNAMENT RATPLE t'rnni the inain screen, the Hral player 
can select hta character. After this has been done, the second 
player can chcKJSc his chtiracter. VVhetl everyOsie ha? selected 
ihcircharacler^ highlight END and press the START button. 

{If you doiiT have eight people to play with, the computer will 
automatically pick other Qghlcrs Eint! conlrol them In battle 
against you.) 

When the tournament begins, each player will be iissigned a 
preliminary match. Before each match, yoti Will be able to select 
the attack level of your character, just as in the VS. Mode. After 
you have done this, press START and the match will begin. 

Each match .is only 1 round. If you lose, yoj will tight the losers 
of the other matches to decide your ftirial rankiitg. If yoy win, 
you will advance to Ibe .semi-fmals and he oire step closer to 
the championship. 



Tlic TIME CHALLENGE tests your speed and quickness as you 
tiy to tnock out s eomputoi' opponent in the fastest rime possible,. 
After you select TIME CHAT,LENOE, you wilt need to choose 
your character and press the ST ART button. .After you have 
seiccltd ybur character, chooiiC the 2P chamcltr for the computer 
10 control and press the START button. 

When the battle begins, you have 1 Round to knock, out your 
opponent as quickly as possible. If you succeed in breaking the 
CAPCOM records, you will earn the right lo enter your initials 
PS one of the greatest street fighters in tlte world! 















The Opti-nn Mode allowa yon to change certain aspects ol' the game. 
When ihc Lilic Kcrccn appears^ push the control pad UP or lK>Vv'N 
to move the marker ne.nl lo ORION and press the ST ART huitor. 
When the next screen appears, push the control pad UP or DOWN 
to highlight tho option you wish to change. 

DIFFfCULTY This option ciiatiges the difficnlty of the contipiiter 
opponent- Posh the control pqd left or right to 
highlight tlie namherof stars. The more Stars you 
highlightj the more diffltuU Qic opponents will 
bc- to dcl'cai. 

'I’lNlE LIMIT T his option allows you to turn on or off the Time 

Limit. Push the control pad left Or right 10 highlight 
either YES or NO, If you select YES, the fighters 
will have yiQ seconds to knock each other out. If 
yon select NO, the fight will continue until one 
player is knocliKl out. 

CONFIGURE This option allows you to change the button 

config LI ration for your fighter's punches and kicks. 
Highlight the punch or kick you whsh to change 
and then press the button you wish to use i'or tliat 
punch or kick. 

If you are using a CAPCOM FIGHTER POWER. 
S'.nCK, iiinp.ly highlight SET and press any 
button. The game will automatically configure 
the buttons to the optimum configuration, 


STEREO This option ailow^s you to switch betwecii STEREO 
Or MONAURAL sO'und. Press Lhe coiUrol pad left 
or fight to highlight your choice. 

To leave lhe OPTION MODE with your new settings,-simply press 
lhe START butlon on your control pad. 
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FEl I.ONG 









Date of Uirth: 

HciEhtt 

Weight; 

IIJcmhI l\>'pe: 


4■^3-V^6•} 

132 lbs. 

(> 


Al'lcr Seeing hi;^ first martiLil arts rriovie at an early age, Fei Long 
dedicated liiinself to learning the ait of Kung Fu. When he was 
younger, he dreamed of }>econiing a movie star, bul now he follows 
a different padi. Honor and disciptjne are now his oniy focus and he 
has cnlercd the Eoiimament to lest himseif and his skills against the 
grcatesi warriors in the world. 


SPECIAL MOVES 


RckEa Kcti 



U.'iin^ thfi conSTo! piid, or one 

coiitifiuasis mation and /?rea.s' any punch 
bufivn. Make sure ycm press the punch 
bufton as you reach the end of the 
conirol }yatJ moUon. TMs move can he 
done I time in a row for extra damage. 



I Rising Dragon Kick 

6'i'i^t,^ the control pad^ press ^ t > irt one 
CrtMfmaok; rtioiion and press any kick 
Make sure you press the kick 
button as you reach the end vfihe 
control pad motion. 



j 















5’5” 

101 lbs. 
R 
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CAMMY 

Dote Birth; 

Weij^ht: 

BIcKid Typet 


Cumotly an agenc of Brirtsh Jnttlligence. Cainniy was found 
suffering total fuemory loss near a British Militaiy installation. 
Taken in by British Intelligence, Caramy underwent Special 
Forces training and quickly rose lo the head of die class. Now 
working undercover in the ^Vorld Wjurior loumaEUienL Cannny 
Is about to leant the truth about her staiiJjng past. 


SPECIAL MOVES 


Front Kick 



Usin^ the cofUfot pad, pr-ess ► t ^ ih (?n^ 
coniifii*J?U-^ musiofi ^ncS pre-^s awy kirk 
hiitimt. Make s-nre you pi es.'i the piwch 
hiitirn aji yaw trarh the etui {)fihr canfrol 
pad motron. 




Y Spinntiig Knuckle 


Uii 




Usitig the control pad, pretin t ^ ► m oue 
cotUimKiiix motUm and press any kick 
imhon. Make sure you press the kkk 
huitan as yoa reach the end of the 
cantroi pad motion. 


Using the cojitro!pad, prejs ^ in one 
cantinuous .motion and press a;rv punch 
buhon. Make sure >'t>H press the punch 
himon d.? you reach the end of the 
control pad motion. 


i 
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THUNDER HAWK 



Date of Birth: 7*2M959 

Height: T 7" 

Welghlt 357 lbs. 

Blood Type: O 


After hi& lioirieland [aken from him by Shadowlaw, 'T. Hawk 
and his family were moved to Mexico. Now, iie. ha^ vow^ed to 
regain the homeland and deslrby Bison. Using his huge size and 
ptiwcrful Native American wrestling Lechni(|iies. T. Hawk has 
advanced to the World Warrior EouEiiament m\6 has set his sights 
ott destroying Jtsison, 


SPECIAL MOVES 
The Hawk 




Usin^ she control pud, while in nud-nir 
all Three punch bufSon.'i 
.vimufSiineoualv. 





Usin^ The arnTTvi pud, preti^ ► f *. in ime 
continitaas mofion and preas rtny putich 
hutiofi- Maise sure yotf press she puneh 
button tjj you reach The end of the 
ccinTral pad motion. 


I Tfiunderstrjlie 



The Storm Hammer 



,1 1 

i 


iJsin^ the contnd pad, cpucfdy press 360 
degree on she mntml pad and press any 
punch button. Make sure you press the 
punch button as you reach the end of 
the control pad tuolion. 












OEE JAY 


Date of Births 

Heights 6 * 

Weight: im Ihg. 

Blood Type: O 


Trained aji a klekbtjxcr in Jamait-a, Dee Jay's first love is his music- 
t’Jver the yeans^ Dee Jay has even integrated the beat of hh music 
into his fighting style, I'ofietherhis music and bis kickboxing have 
formed a unique style which I>ee Jay Thinks wiEI lead liiinio the lop 
of the charts- and in the top of the World Warrior Tournament. 


SPECIAL MOVES 



Using The confro? pad, press t for 2 
seconds and then press k and ssnmlliane- 
ously press repeatedly any punch huilon. 
Make sure you press ihe puneh button 
as yon reach the end of ihe control 
pad inotion. 



Mali Out 






Using the control pad, press ^ for 2 
seconds and then press ► and sintiifiane- 
ousfy press punch button. Make Swe- 
you press the punch button os you reach 
the end of the controi itad motion. 


Double Dread Kick 



Using the control pad, press '^for 2 
seconds and thet\ press. ► and simultane¬ 
ously press any kick button reffealedly . Moke 
sure you press ihe kick button as van reach 
ihe end of the control pad motion. 






RVl, 

Pateofitirlh: 7-21-lWi4 
Heiglil; SUO” 

Weight: 150lt>.s. 

Blood Type: (> 




A studetit of [he ShoLokan school of karate, Ryu has developed loto 
a pure warrlO'J.'r He hfls dcvolcd his entire life to the perfection of hia 
fighting a kills ard hag forsaken, everything else in htg life, Ryii. has 
no homCn no friends and no family. Instead, he wanders die glohe 
seeking [o test his skills against other fighters. 


SPECIAL MOVES 


Fireball 



Umvg thf. comroi pad, press t one 
contimioas nmiipa and press any punch 
button, l^iikc sure you press the punch 
button as you reach the end of the 
conin'd pad motion. 



Lisu}^ the control pad^ press - in 

one cautiniious motwn and press rwy 
punch button. Make Sure yna press the 
punch button as you reach the end of the 
control pad ntoilaH. 


Red (Stun) Eirehall 





Dragon Punch 


*1 



'i.p 

f 


Using the coniroi pad, press ► f *. in one 
continuous motion andpre.'i.s any punch 
button . Mahe sure you press the punch 
button as you reach the end of the 
controi pad tnoiivn. 



Hurricane Kick 


Using the control pad. press t > " in one 
continuou.% motion and press any kick 
button. Make sure you press the kick but¬ 
ton tTs you reach the end of the control 
pad motion. 


To do the Hurricane Kick in mhi-airjump into the air and then 
quickiy do the move £i^ described above. 















Ei^inoiid Ho[idti Eia& betii iraincd since birih lo lake his. place as 
the greatest sttmo wrestler to ever step inio the rtiig. Upon receiving 
the title of "'Yoko^una'^ or grand champion, Honda was shocked to 
learn that the rest of the world did not consider Sumo wrestling a 
Inie sport. Outraged^ he has vowed to prove that Sumo wrestlers 
are the greatest fighters ir^ the world. 


SPEC! AI. MOVES: 


Hundred Haaid Slaip 



Usfnx the- cofi-troi prens any pufu-h 
hiuroff repeCiledly. 







Sumo Head Butt 



Using ihi> conirof pad, presi and hoid it 
for 2 seconds. Then simuitaneou.'iiy press ► 
and push my punch hntfon. 


Sumo Snia'sh 





Using she contrr)i pad, press t and haki iS 
for 2 seconds. Then sirnnifaneously press i 
and pash any kick bufton. 







Tte ti* 





B La n k a 


Date of Birth 
Heiight; 
Weight: 
Bloofl Type: 


2-12-1M6 
6’S" 

213 I15S. 

R 


Very little ig knowit about this bl^ane fighter'from the jungles 
of Brazil. Far years, the native!; have leportetl seeiog a half-man, 
half-betist roaming the rjin forests. Biitj it has only within the liisL 
year, that the beast named Blanks appeared in Lhe cities of Brazil 
and challejtged any fighter who would dare oppose liim. 


SPECTAl. MOVES 
Eletfricitj' 



Uiin^ the ccjfitrol pres.'; any pimch 
button i cpeaSeiJIy. 



Rolling Attack 


Usin^ the conb-oi pad press ^ and hold it 
for 2 seconds. Ihen sdnultane.ously press ► 
and push arty ptatch button . 


Vertical Rnllijig Attaiek 



iJsinp. the control press T for 2 seconds 
and then press a and .simuitaneOusly press 
and press any kick button. 


Hoast Leap 



Vslni^ the control pad, press - and hold it 
for 2 seconds. Then simultaneously press ► 
and push any kick button. 
















All ex-member ol'iui elile Sf>Lveial Fonccii Icam^ Guile and hiii 


co-pilot Charlie vvere captured during ei mission in Thailand six 
years ago. After many moiiiths of imprisonnient^ he and Charlie 
managed to escape from their jungle prison. During the perilous 
Lrck to civiiiEaiionj Charlie died and Guile has been consumed 
by vengeance ever since. 


SPECIAL MOVB]S 


Sonic Boom 



Uain^ tfje Confrvi pad, press and haid it 
for 2 secortds The.n simultaneondy press ► 
ar^ii fittsh pwvh bulton, 






1- lash Kick 



fJsirtj^ (he conirol pad, press T hoid it 
for 2 seconds. Then simaUtmeously press i 
and pii.sh any kick baiton siniultanecfasiy. 












KEN 


Date of Birlh: 244-1965 

Heii^hk 5 * 10 

VVtight: 169 lbs. 

BIoihI Type: B 


A disciple- n-f tlie Shoiokan school of kariiieK Keii i& a namu'al athlete- 
linfortunaicly, Ken’s naural fighting skill has fueled his giant ego 
and he is constaiUly reinijiding liis opponents that he is the gncaiesL 
lighter of all filiner Ovei' the past few years Ken has Ici his skills 
deteriorate and has spent most of his lime oa Ihe beach with liis 
girlfriend. Only a chalkngc from his old training paitner, Ryu, 
has rekindled his lighting spirit and caused hi in to try and peifoct 
his Dragon Punch and iluokane kick.. 


SPECIAl MOVES 


Fireball 



Using ihp pad. press T A ■■ ifi one 

aomifiuons motion anti press any pnnch 
hutton. Make sure yon press the punch 
button as yoit reach ihe end of the 
control pad motion. 





Dragon Punch 

Using the control pad, press ► t a in one- 
continuous motion and press any punch 
button. Make Sure you press the punch 
button as you reach the end of (he 
control pad motion. 



If you -U-te the HARD punch button when doing the Dragon Funch^ 
Km will do the FLAMmO Dragon Ftmchf 



Using the control pad. press t > itt one 
condnuous mation and press any kick 
button. Make .'utre you press the kick 
button as ywir reach the end of the 
control pad motion. 


I 

I 


To do the Hurricane Kick in mid-air Jump into the air and then 
(quickly do the move as liescribed above. 













CHLN LI 

uf Hirthi 

Weight: 

Blood Type: 


(She won’t tell) 
A 


Unlike many of the other conteBtants, Chur I.i haj noi entered 
U\e Toumament for peraonal glory. Instead, she has been secretly 
tracking the movements of an international smuggling operaiion 
know as Sfuidowimv. Ttie trail has lead her to the touftiamenl and 
she now believes that one of the Ci and Masters may have been 
responsible fertile death of hei: father 


SPECIAL MO VES 


Lightning Kick 



U,?in^ she coiiifol j.r any kick 
burton repeatediy. 





Whirlwind Kkk 



Using rAf control pad, press r and hold it 
for I second. Then simnlloneoush pres:.^ i- 
and push any kick bndon . 

To do a high Whirl'>vind Kick, press T and 
hold it for i second. Then press < and 
push any kick button. '.Timing f.? critical 
when doing this movel 


Kioken (FirehaJl;) 



Using the Control pad, press ^ and hold it 
for 2seconds. "Then .simultaneouslypress ^ 
and push any punch button. 














Date of Mirth: 6-1-1956 
Height: T 

Weight; 256 lbs. 

HkMidTj^pe: A 


Good naturciij wiiti a grtiE sense of bumai; He left 

Ehe Russian Wresting Fe<lera(joii hocauue of ihe iacfc ofcompciilion and 
now seeks sultatile opponents wherever he can FtniJ them. Totally fearlesSn 
74ingLef is more than willing to walk inio n piindi as long as he can grab 
his opponent and drive ihcrii into pfivomenE with his Spinning Pile Driver. 
What else would yoti e.spe.CE from a man who wresttes bears ftjr iiiii? 


SPECIAL MOVES 


Spinning ClothesMne 

%' 


Uain^ sfje control pod press any fhvt puncii 
huittms siPiulfanc&Sisly. 


Double Spinning Lariat 



Using the control pod press &ny two i^lck 
hunoris smndtoneoHsiy. 









Spinning Pile Driver 



Press the conu of pad in a 360 decree rotalion 
and press any putKfj hnston. Itdake sure voft 
press ihe pam'h difitott yr?tf the end of 
the {.vnirol pod motion. The 360 degree rota¬ 
tion on ike control pad must be done 
quickly or 'Zangief ml! not do the tnove. 



Siberian Suplex 


Press the conimi pud in a 360 degree roiarion 
and pre.ss any kick hulton. Make sure you press 
the kick button «j reach the end of the con¬ 

trol pad motion. The 36Q degree rotmiiyn on 
the control pod must Int done ^^gf v quickly or 
Zangief will not do the move. 


Sihorian Ikar Crusher 



Fre.^.S the control pad in a 360 degree rolation 
and pye.ss any punch button. Make sure you 
press she punch bntion as you reach the end 
of the control pod motion. The .360 degree 
rotation cjh: the control pad must he done very 
quickly or Zcingiefwill not do she move. 


This move can vniy be dorse n-hen ZangUf is far away from his opponent. 











Me Hem 



DHALSIM 

Oatf of Birjli: l.J'22‘19S2 
Height: 5Ufl” 

Weight: 107 ilia. 

tllixid Type: O 

Nationality: Indian 

Fighting sStyle: Yoga. 


Over ihe euursc ol' hi^ life;, DhaUim has nought to unify liia I'ntnd. 
btxly and soul throogii the discipline of Yoga. Now, as he nears his 
goal, Dhalsini must te^t himself and his skills before be can rise to 
a higher state of consc iousness. 


SPECIAL 

MOVES 


Yoga Fire 




■/fyt' 

Using the control jfad, pre.ss f in one 


7r" 

continuous niotian and press any punch 



button. Make sure you press fhe punch 


■f 

button as yon reach the end of the 


’r^ 

control pad motion. 




Using rheionjrot pad. press T ^ ► in one 
conu'iiiiCms modon and pres.s any punch 
hiidon. Make .iure you press the punch 
button as you t each the end of (he 
control pad tnoiion. 


Yoga Teleport 



Using fhe control pz-id, press. *■ m- ► t < 
in one eonrinuous motion and press all 
three punch buttons or all three kich 
buttons. Make sure you press the bu((ons 
as you reach the end of the conirol 
pad modoit. 










A lomer heavychampion^ Balro|. \^as bajTe<3 from 
professioriEil boxing after he jgnore<t The rules of the ring. Wild 
and aggressive, Batrog now makes a Jiving as an enforcer for 
Shadow! aw. Once thought to be some what wettk tn hi.s lighting 
ability, Balrog has teamed some ne'w moves to keep hiiti on top. 


SPEriAL MOVES: 


Turn Punch 



fJsjng ihe tonsro! pad, press, and hold aU 
pjmch btdfons Or ad kick dultans for 2 
seconds ami fhen ndease. 






Final Punch 


Using the controS pad, preis and hoM aU 
three panch buitoti or ail three kick hut- 
iOftS, Then release. The ftower of the ptmch 
is deiertjurted hy tow long she huisofis are 
held hefoi e releasing. 


Shoulder Butt 



Using the control pad, press T for 2 
seconds and ihen press * and simultane¬ 
ously press any punch htilfon. 


Dash Punch 





U.dng she control pad, press and hold is 
for 2 seconds. Then simultaneously press 
and push any punch Or kick button, founds 
buttons wvff a straight punch and 
kick buisons \^dli cause an uppercut punch. 











VEtJA 

DateafBirtK: l-27-l%7 
Height: 

Weight: 208 !bs. 

Bluoti Type: O 


Of noble blood, Vega has successfully blended the Japanese art 
of NinjitSu '^'ith the shills be learned as a matador, The result is a 
beniuOfttl and de;idly batkt which has earned Vega the nickname 
of the ‘^’Spanish Minja." Vain and egotigtjcal, Vega lives by the 
philosophy that beauty is strength and uses a mask to pre%'e.nt his 
beautiful face faim becoming scarred in battle. 


SPECIAL MOVES: 


Claw Divt 



(he c(7nlrof pad. pi cs.T t ^/id hold 
if for 2 a&cctmh. Thcjj sitrtidiafjeously 
presji I and pusfi any kirk bidfon. While 
in mid-aif pnJfh fhe cnntrifl pud 
iowardyour opponent and press 
any punch buttan. 






Wall Leap 



Using the control pad, press T ond hoid It 
for 2 seconds. Then sinuiltaneoush press k 
and push any kick button. While in mid-air 
pash fjlff control pad up and pre.ss any 
pufich huttoti 



■ ' i ^ 

Claw Ryll 

.. If. 


Using the control pad. press and hold it 

for 2 seconds. Then simultaneously press ► 
and push any punch button. 


Claw Thrust 

Using the vomroi pad, press- T for 
2 seconds and then press jt and 
Sinndktneousky press any punch button. 

Back Flip 

Fre.ss all three punch huttans simullaneomfy for Q double backflip. 
Press all three kick buttons sintuitoneously for a single Itackflip. 













Ont-X’ tiillcd^King «!' th-e Strict FigJitcr;i”j Sagat rcign0d siupreme 
uiui] his [larrow defeai al Ihe hands ol Ryu. Humiliated ai his loss, 
he naw plans to i^egain the fitle at atty cost. With Che except !mi of 
M. Bison, no other fighter coinea close to hia overall fighting ability. 


SPECUL MOVES 
I’iger Lippercut 

Ihin^ ih€ conlrot pad, press ► t ^ in one 
contimious moiiofi and press any panrh 
button, \fake sure you press tbe punch 
button, as you reach the end of the 
cOnfrOi pati PrOUvn. 



Tiger Knee 




Using the conlrol pad, press w in one 
continuau.'i rnotian and pres-t any kiek 
hutlan. Make sure yOu prisi ftte kick 
button its you reach the end'of the 
cotitroi pad motion. 


Tiger Shot 



Using the control pad, press y < ► in one 
condnuous motion and press any punch 
or kick button. Using <t Purtch Hutton 
wilf throw & high Tiger Shot, while press¬ 
ing a kick button will throw a low Tiger 
Shot. Make sure jwu press the pr;;ic'/? 
button as you reach the end of the 
ccwtrcd pad mthion. 








M. BISOM 

Date of Birth: Unknown 
Height: SMU" 

Weight: 254 Ih*. 

Blood Tj'pt: A 


Never has a man been more cloaked in secrecy that M. Bison. Evei' 
since he emerged to lead the inteinational criminal organization 

the world has been awed by the itieredible power at his 
coitimand. UiimaiclaxI in his pow-er and agility, M. Bison reigns 
supreme as the greatest Street f jg1iite.r in the world. 


SPECIAL MO VKS 




Psycho Cnisher 




■i^r 


Ui;in^ fhi’ confwi press ^ ivul hold H 
fm-2 secoTids- Then simuhaneomly press - 
and push punch huttan . • | 




Usin^ ihe comnd pad, press and hold n' 
for 2 seconds. Then slmukaneousiy pi'css ^ 
arid push any kick button. ' 




,'i .. \r-■ 

Usinf^ the control imd, press T and hold 
it for 2 seconds. Then simukaneOuSfy 
press * and push any kick bHiton, Afier’- ' 
extciuifi^ the stotf-i}i,press the control . 
pad towards your opponent and press 
any punch button. 


Plying Psycho Fist 



Using the control pad. press T fpr 2 
seconds and then press i and simukane- 
OHsiy press any punch buUdn. 













GAPCOWl U-S-A... Inc. {■'Crapcx>ni'’J '^^arraflls lo the Origi^l COniuriner M ihis Captom 
Gains Pak {'PAK'} &l^all be Irae from defects in material and worKmanahip for a periad 
of 30 daya Inom dat# Qf purchase, n a delwa COverMl by fhiS warranty OKurs during 
IhiS 90 day warrar.1y pariod, Gapcom will repair or replace rhe PAK. at its opfen, 
free of charge. 

To reoeive this warranty sarvioe: 

1. DO NOT relum your dfiteoti^o Giame PaK to jlie relailer 

2. Nolify fre Capcom Consumer Service Oapartmenit of the prcWsm requiring werranly 
aennoe py ca.Hing {4OSJ727'<M00. Our Coosumer ^^Or^r■tS Department is in Operalion 
Irom 3:00 A M. to P.M. Pacific Tirre. Mcnaay through Friday. 

A. If the Cfltpoorai service technician is ui’iaNe to safve tne problem by ptions, ha will 
provide you wKb a return Arjlhorisalian number. Simp^ record this number on Ihe 
outside pactmging ol yot.^ delectlv* PaK, and reltirn vciur PAK ircigtH prepiiid. at 
your risk of damaige, logetfrer with your sales slip or similar proci-cf-puichase within 
the SP-rJay ■warranfy period to; 

CAPCOM U,S.A., Inc. 

Conaumer Service Deparliinenl 
476 Oafeitiead Parkway 
Sunnyvale, CBltfornia i^Pagi 

This warr-anly stvirll not ^ply if the Pat?, has been damaged by negligence, accidan', 
unreasonahte use. mbdifinalicn. tampering, or by other unrelated to the 

dolectiyo nnatorials or worKtnonshiiti. 

REPAIFIS .AFTER EXPIRATTOM OF WARRANTY: 

If tne PAK develops 0 . pnoplem a!tor jhe 9P-day warranty period, you may C50ri[*a the 
Capcom Consumer Service Department at the phone number noted previcu&ly. If She 
Capcom aervicft technician is unable lo solve (he prcbiem by phone, he may provid* 
you with a Return AuthuriEBtion number. You may than record this number on The 

o^ilairJe padraglng ot me Def'Kiive pak and rifrium (ho dei*:livo pak ir^i^M propa^ 

to Capcom, endtosing a check or money order lor S15.Q& payabte to CAPCOil U.S.A.. 
Inc. Capcom win at its cplion, sjubjecl to she conditions above, rt-pair the FAK or replace 
it with a new or repairad PAK. II raplacament PAKS are not available, the defective PAK 
will be refyrned and me s-t 6,00 tMtymeni reFondod, 

WARRANTY LIMITATIONS: 

ANY APPLICABLE IMPLIED WARRANTIES, INfpALjDJNO WARftANTiES OF 
MERCHANTABILnr AND FITNESS FOR A PARTICULAR PURPOSE. ARE HEREBY 
LiMiTtlj ro NINETY DAYS f'ftOM tHE DATE OF purchase and are SUFLfECT 
TO THE CONDITIONS SET FORTH HEREfN. IN NO EVENT SHALL CAPCOM BE 
LIABLE FOR CvJHSEOljEnTiAl Oft eNGiOEMT AI. DASilAGES RESULTING FROM 
THE BREACH OF ANY E)tP RESS OR IM PLI ED WARRANTIES. 

The provisions oi ihis warranty are 'jtalid m iht United Stales only. Some statos do itol 
ellbw limitaticine on how long an tmphed vrarrenty lasts erexcluaicna of corrsequential 
or iocidfintfl.1 dama.£pes, so mo above limitations and ex.clusions may not apply to you. 
This warranty gives you specific legal rights, and you may have clhar rights which very 
inwn Stale to slate. 




s\iptn 


o rptil lUorld UTaitlor with 
thf nfw SUPEH CAPCOm PfHH 
Ilriifnrti urith a unLqur fnoLdrd 
piit«L frip handlr for rictrii 
comfort and 40^ntroL, thr SUPBP 
CP puti SIH U^htnlnt flit button! 
ot gour flintPftLp!, Kow you tun 
throiv flrrbhUf^ io il?ailly 
c w m li in at l«ii nour! and orLp; 
out the cojnprtition iLhe 
iwk^Ff before! 


TO OIIQTR; 

1. pm out the ordar form. 

Sfnd the form with a check ot money otdrr fU.S. TLLKQS CHLVl lo; 

CRpc&m 

*l?5 Oaffmeod Parhwag 
Sunnyvotr. CR 

1. nilour M urn-ki for deliitrerg. 


-----------, 

] 

Hum?_^_ 1 

I 

Addrrft_ ! 

City__ Stotp_ I 

gjpCfrdp _ Phone [ 1 ____ I 


Suprr Capcom Fad 

$9.45 

C Uoindlln^ 

$LSCl 

Canadian Ttrlidratl fl-dd. Jl.OO 


Total 
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CAPCOM U.S.A, IrtC. 
Consurner Service Oe^Hrtme-nt 
476 Oakni^ad P^rkiivay 
Sunnyvala, Califarnia MD&G 

Gama Counselors Available 
6:0CiAM to 5:00 PM (P5T) 
408.774,0400 




PflIWTED IN JAP 




